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DID YOU KNOW... 

CHUCK NORRIS DEVELOPS ONLY ON THE PS4. 
NO OTHER CONSOLE DARES GO NEAR HIM. 
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OPEN WORLD GAME 














Triangles 

Chunks: 

Textures: 


52.5 M / 4.0 M = 1313% 
715.0 / 10.0 K = 8 % 
324.8 Mb I 500.0 Mb = 65 »o 
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Why? 

How? 

Outcome 
What we learned 
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01. WHY? 


Find problematic assets 
Not enough sanity checking 
A lot of entities ( 500 000 ) 
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01. WHY? 


Change asset inside our editor. 
Author asset inside our editor. 
Editor components. 
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Data Base Viewer v3.1| 




ade = isCMjMormar Execute Save Command 
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02. HOW? 


World 



Layers 



Entities 



Components 
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02. HOW? 


Simple solution, fast too implement 

Iterating through all the Worlds/Layers/Entities/Components 

Querying properties 

Stored as SQL Statements 
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02. HOW? 




CREATE TABLE IF NOT EXISTS Layers (id INTEGER PRIMARY KEY, path, worldid INTEGER, static, buildTag, layerName, FOREIGN KEY(worldid) REFERENCES Worlds (id)); 

CREATE TABLE IF NOT EXISTS FoliageTiles (id INTEGER PRIMARY KEY, worldName, treeCounter INTEGER, grassCounter INTEGER, pos) ; 

CREATE TABLE IF NOT EXISTS Entities (id INTEGER PRIMARY KEY, name, layerid INTEGER, componentsCount INTEGER, posx, posy, posz, bbminx, bbminy, bbminz, bbrrtaxx, bbmaxy, bbmaxz, drawableComp , FOREIGN KEY(layerid) REFERENCES 1 

CREATE TABLE IF NOT EXISTS MeshComponents (_id INTEGER PRIMARY KEY, entityid INTEGER, posx, posy, posz, bbminx, bbminy, bbminz, bbmaxx, bbmaxy, bbmaxz, lodCount INTEGER, materialCount INTEGER, triangleCount INTEGER, vertCil 

CREATE TABLE IF NOT EXISTS DestructionComponents (_id INTEGER PRIMARY KEY, entityid INTEGER, posx, posy, posz, bbminx, bbminy, bbminz, bbmaxx, bbmaxy, bbmaxz, materialCount INTEGER, streamingLod INTEGER, depotPath, import]] 

CREATE TABLE IF NOT EXISTS ClothComponents (_id INTEGER PRIMARY KEY, entityid INTEGER, posx, posy, posz, bbminx, bbminy, bbminz, bbmaxx, bbmaxy, bbmaxz, materialCount INTEGER, streamingLod INTEGER, depotPath, inport File , i 

CREATE TABLE IF NOT EXISTS Lods (id INTEGER PRIMARY KEY, meshcomponentid INTEGER, lodNR INTEGER, memorySizeCPU INTEGER, memorySizeGPU INTEGER, lodDistance, triangleCount INTEGER, vertCount INTEGER, chunkCount INTEGER, i 

CREATE mBUMIF ACT MCISTA CoMisijpSh®es JLld JWTE«R PATMABK KEM. m<«hccApon®ti<MINTJGER Aco^LSiAShaK , mrt^ntMNTaAER.^ri^gl^unmlNTmpERArr.atAriaA UMQUEAr.esiAciqAr.er.fcd, Apllfcioa^-.aE^ m»er^.) , AOREAGN j 


■ ignore 

■ ignore 


i layers (path, 
i entities (nam 
i entities (nam 
i layers (path, 
i layers (path, 
i entities (nam 
i layers (path, 
i layers (path. 


worldid, static, buildTag, 
:, layerid, componentsCount, 
:, layerid, componentsCount, 
worldid, static, buildTag, 
worldid, static, buildTag, 
:, layerid, componentsCount, 
worldid, static, buildTag, 
worldid, static, buildTag, 


layerName) values 
posx, posy, posz 
posx, posy, posz 
layerName) values 
layerName) values 
posx, posy, posz 
layerName) values 
layerName) values 


( 1 Z : \r4data\levels\island_of_mii 

bbminx, bbminy, bbminz, bbmaxx, 
bbminx, bbminy, bbminz, bbmaxx, 

( ’ Z:\r4data\levels\island_of_mi; 
( 1 Z : \r4data\levels\island_of_mi! 
bbminx, bbminy, bbminz, bbmaxx, 
( ’ Z : \r4data\levels\island_of_mi; 
( • Z :\r4data\levels\islatd_of_ir_i3 


: 5i_s)eeliige.w21 ', (select id from worlds where name=' island_of_mist ' LIMIT l),'tri 
bbmaxy, bbmaxz, drawableComp) values ( ' env_inr._test ’, (select id from layers where path=' Z:\r4data\levels\i: 
bbmaxy, bbmaxz, drawableComp) values (' er.v_ir.r._test4 ', (select id from layers where path=' Z : \r4data\ievels\i. 

ent env_3tom_01.w21 , (select id from worlds where i m m B " 1 i3land_of_aist * LIMIT : ) , • false ' , ' 137 Er.vs 
t\gameplay : ialities.w21' , (select id from worlds where name™' island_of_n»is1 LIMIT ), 'false' , ’ LI 

bbmaxy, bbmaxz, drawableComp) values ( 'blockgameplaytrigger ’, (select id from layers where path=' Z : \r4data\. 
t\gameplay\encounters .wZl ’, (select id from worlds where name=' island_of_mist ' LIMIT ), , BT_Quest' , *ei 

t\gameplay\interrior_trigger3.w21' , (select id from worlds where name—' island_of_mi3t 1 LIMIT _)> 'false' , 
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02. HOW? 


Several files 
2Gb text-file 

Now we had databases for all levels. 
Now the fun begins! 
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02. HOW? 


“Give me all meshes that has no tods and the triangle count 
is larger than 2000 and autohide distance is greater than 50 
meters” 

"SELECT DISTINCT depotPath, triangleCount, author, 
autoHideDistance FROM MeshComponents WHERE 
lodCount< '1' AND triangleCount >=2000 AND 
autoHideDistance >= 50" 
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02. HOW? 


“Give me the position and radius of all the lights that casts 
shadows” 

SELECT posx, posy, radius FROM Lights WHERE 
shadowCasting = false 
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02. HOW? 


“Give me vertex count and boundingbox area of mesh 
components” 

SELECT bbminx, bbminy, bbminz, bbmaxx, bbmaxy, bbmaxz, 
vertCount FROM meshcomponents 
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A DATABASE VIEWER 



SELECT_ALL_EXPENSIVE_LIGHTS 


DEFAULT.SOUND.TYPE 

SKIN.SHADER 

BROKEN.MATERIALS.DESTRUCTION 

COLL_TRI_MESH_OVER_500 

TEX.GREATER.2K 

NO.LODS_OVER_2000.TRIS 

BROKEN.MATERIALS.CLOTH 


Rebuild DB its WHERE eastingShadow | true' AMD lightShadowMode = ’LSCM_NormaT Execute Save Command 


jghtid entityid 


lightShadowMode 

LSCM.Normal 


Keep Positions Clear Positions 


Vertex Density Map 


UNIQUE.MATERIALS 

BROKEN.MATERIALS.MESHES 

SELECT_ALL_UGHTS 

LAYERS.BUILDTAG.NONE 


Use Selected On All Databases 
Upload Result to Google Docs 


Execute Selected and Save Rles 


SAVE IMAGE 


Upload to Google Docs 
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02. HOW? 


Show properties and locations 

Vertex density maps 

High foliage count maps 

Save images 

Connected with our editor 

Gdata (Google API) for Google Docs 
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03. OUTCOME 


A shadow-casting light that was 4000 meter in diameter. 
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03. OUTCOME 


Animated bows under ground auto-hide distance 




4 

THE 

UJ!TO-|€K 

wiLb Hunt 


03. OUTCOME 


Test assets still placed in the level (couple of weeks before final). 
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03. OUTCOME 


Ship that was 250 000 vertices. 

Over 200 meshes of 2000 triangles and no lods. 
105 000 grass entities in an area of 32 sqm. 
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03. OUTCOME 


Focus our attention 
Strike teams 
Accuracy 
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04. LESSON LEARNED 


Huge text file 

Trying to add everything to the database 

No real time update to the database 

Not enough functionality exposed Google Data API 
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04. LESSON LEARNED 


Useful for different departments 
Found things we didn’t know existed 
Fast and accurate data 
Visualizing data on a map 
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